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Abstract
This paper introduces an efficient real-time shading model to simulate light transport in translucent materials.
In this work no pre-processing step is needed, allowing us to deform translucent objects at interactive rates. The
proposed technique avoids the pre-processing of texture atlas and texture coordinates that may entail distortions
and self-occlusion errors. We create a cube map texture atlas on the GPU by a specific projection providing
accurate access to neighborhood information is accurate. The texture atlas is generated on-the-fly each time the
mesh geometry is modified, allowing us to deform the object geometry in real time keeping valid the subsurface
light transport computation.

Categories and Subject Descriptors (according to ACM CCS): I.3.3 [Computer Graphics]: Rendering techniques

1. Introduction

Many common real objects that we encounter in our daily
life are neither opaque nor transparent: they are translucent,
presenting a certain light penetration inside the material,
while it does not permit us to see through it. Subsurface
scattering describes this phenomenon. When light strikes
a translucent material it penetrates the body, piercing the
surface. This light penetration brings to the material a
soft and a smooth appearance, hiding and blurring small
geometric details.

To handle light interaction with translucent materials,
Nicodemus [NRH∗77] has proposed the Bidirectional Sub-
surface Reflectance Distribution Function (BSSRDF). The
BSSRDF proposed by Nicodemus is an expensive model
in terms of computing times. A ray of light entering the
material and then scatters around before leaving the surface
at a different location. Bidirectional Reflectance Distribution
Functions (BRDF) are a less general formulation of the
BSSRDF and are not suitable for modeling light interaction
with translucent materials. BRDFs give the material a rough
aspect, assuming that light enters and leaves the surface
at the same point. Fig. 8 shows a comparison between an
object rendered with subsurface scattering using our method
(left), and the same object neglecting the internal light
transport (right).

Many recent techniques have implemented subsur-
face scattering interactively on the GPU. Unfortunately,
they need to pre-compute adequate texture coordinates
parametrization capturing the translucent object geometry in
a texture atlas. In this texture atlas, each texel corresponds
to a unique location on the mesh. Obviously, the pre-
computations limit the possibility of deforming translucent
objects. To compute the BSSRDF, each mesh location needs
to acquire its neighborhood information; Moreover, the
texture parametrization remains empirical and entails many
distortion and self-occlusion errors, decreasing the accuracy
of the subsurface transport computations.

Our method deals with most cases of distortions and
self-occlusions that may occur during projection. The
method we present in this paper proposes alternative and
accurate solutions to allow deformation of translucent
objects and to enhance the perception of translucency.
We depict an intuitive and a formal method for acquiring
neighborhood data. A cube map is generated on-the-fly
with a specific projection on the axis-aligned bounding box
containing the mesh. The projection allows a direct and
an intuitive access to the texel that corresponds to each
mesh location and its neighborhood. The projection and the
look-ups are implemented on the GPU to achieve real-time
rates. Moreover, it is possible the deform objects since no
pre-computing phase is needed.
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The remaining parts of the paper are organized as follows.
We present previous work on translucent rendering in Sec-
tion 2. In Section 3 we introduce the translucent illumina-
tion model based on the BSSRDF model. Then, Section 4
presents our methods. In Section 5, we discuss the results
obtained and finally, Section 6 describes future work.

2. Previous work

A wide range of methods and techniques have been pro-
posed for translucent rendering. Most researchers aspired
to obtain real-time rates in solving the high-consuming
volume rendering equation for participating media. Many
solutions dealing with the participating media have been
proposed; finite element method [RT87, RT90] , path trac-
ing [HK93,LW96] and photon mapping [Jen96,DEJ∗99].
Hanrahan and Krueger [HK93] have derived a BRDF model
for subsurface reflection that analytically computes the
subsurface light transport for a homogeneous material.
They take into consideration the biological properties of
skin layers to achieve realistic rendering. This technique is
able to produce accurate subsurface effects, but is very time
consuming.

The diffusion equation is an alternative for subsurface
scattering calculation, which is a close approximation of
the volume rendering. Jensen et al. [JMLH01] exposed
an approximation of Nicodemus’s BSSRDF by introduc-
ing the dipole diffusion approximation that consists in
positioning two point sources near the surface respecting
the required boundary conditions. The dipole is a dif-
fusion simulation of the multiple scattering. Jensen and
Buhler [JB02] modify this method [JMLH01], to reduce
computing times by gathering the irradiance from external
light, then transferring these irradiances to the other sur-
face patches using a hierarchical integration. Unfortunately,
this technique does not appear to allow interactive rendering.

Haber et al. [HMBR05] have proposed a numerical
solution of the diffusion equation. They succeeded using
an octree discretization and a multigrid solver to efficiently
and numerically compute the diffusion equation in complex
objects topology. Their method manipulates any concave or
convex geometry, but it is not suited to real-time, and may
show some artifacts on dense materials.

Many real-time methods have been proposed: the sub-
surface equation involves calculating matrix radiosity as
shown by Lensch et al. [LGB∗02] where the formulation
of Jensen’s BSSRDF resembles a single radiosity gather-
ing step. Here, subsurface scattering is approximated by
filtering the incident illumination stored in a texture atlas.
Interactive rates have been reached by their method but the
use of the texture atlas induces many problems, such as

self-occlusions and distortions. It has been shown [CHH03]
that Lensch et al. work can be completed by introducing a
hierarchical mesh atlas to perform the radiosity gathering
step. This method is half executed on the GPU, which
allows interactivity, but it does not support deformable
meshes because of a necessary pre-computation phase.

Mertens et al. [MKB∗03] use a clustering hierar-
chy, which is re-built in real-time to render deformable
translucent objects interactively. They also propose a
local subsurface scattering algorithm that integrates the
samples in image space at interactive rates using hardware
acceleration. However, this hardware acceleration does not
concern their hierarchical radiosity clustering. The method
deals only with fixed mesh hierarchy, and fails to handle
adaptive or refinement meshing, where the irradiance is not
constant over a triangle.

A different approach has been presented in [SHHS03].
In this approach the radiance transport and subsurface scat-
tering of each vertex are pre-computed and projected onto
a spherical harmonics basis, in order to relight the objects.
The main problem of this method is that it allows only
low-frequency lighting and geometrically static models.

Another interactive method is depicted in [HBV03],
where Hao et al. implement a real-time rendering approach,
by pre-computing for each vertex light irradiance expressed
in a spherical harmonics basis. Irradiances are then ac-
cumulated from the nearest vertices. Their technique is
per-vertex, which may show artifacts and shading disconti-
nuities, especially in low resolution meshes. Moreover, the
method is not suited to deformable meshes.

Wang et al. [WTL05] proposed the first interactive
method capable of pre-computing subsurface light transport
of translucent materials lit under all-frequency lighting,
using complex environment maps. Their method needs
a pre-computing phase and fails to render deformable
translucent objects.

D’Eon et al. [dLE07] present an efficient rendering algo-
rithm of human skin based on polynomial multiplications
and additions over Gaussians. Instead of performing the
irradiance convolution on texture space by means of image
filtering, the radiosity function is replaced by a sum of
Gaussians. This generates many images, and the convolu-
tion of irradiances is then approximated by summing the
generated images. The proposed Gaussians approximation
produces real-time translucent rendering of human skin,
but their technique has many limitations; The Gaussians
approximation they propose is empirical; The method
requires a texture parametrization, which is not an intuitive
process. In our method, we do not need to pre-compute
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texture coordinates.

3. Theory

The BRDF is a simplification of the BSSRDF, for which
light enters and leaves the materials at the same location.
To compute the BSSRDF, we need to integrate irradiances
over all incident directions and for every location in the
neighbourhood. The size of the neighbourhood is discussed
in Sec. 5.

A formulation of the outgoing radiance at the point xo in
direction ωo due to subsurface light transport is given by:

Lo(xo,ωo) =
Z

A

Z
Ω

S(xi,ωi;xo,ωo)Li(xi,ωi)(Ni.ωi)dωidA(xi)(1)

where Lo is the outgoing radiance at point xo in direction
ωo, Li is the incident radiance at point xi in direction ωi,
and finally S is the BSSRDF. Integration is done over all
locations on the mesh in all the considered directions.

The dipole simplification brought by Jensen reduced the
BSSRDF from an 8 to a 4 dimensions function, directionally
independent and related only to the outgoing and the incom-
ing surface positions:

Lo(xo,ωo) =
1
π

Ft(η,ωo)B(xo) (2)

B(xo) =
Z

S
E(xi)Rd(xi;xo)d(xi) (3)

Here, B(xo) is the radiosity at xo due to the dipole source.
The function Rd is known as the subsurface diffuse re-
flectance, and encodes the geometric data of the object and
the physical and optical properties of its material.

E(xi) =
Z

Ω
Li(xi,ωi)Ft(η,ωi)|Ni.ωi|dωi (4)

E(xi) is the irradiance function, which gathers incoming
light striking a location xi scaled with Ft . Ft is the Fresnel
transmittance. Finally, the definition of the function Rd is
depicted on Table 1.

The diffuse reflectance function Rd is the most costly
part of the translucency estimation since integration over all
surface points is very expensive. Many techniques take up
Jensen’s model and act toward obtaining interactive render-
ing results.

Rd(xi,xo) = α
′

4π [zr(σSr +1) e−σSr

Sr
3 + zv(σSv +1) e−σSv

Sv
3 ]

zr = 1/σ
′
t

zv = zr(1+4AD)
Sr = ||xr − xo||; with xr = xi − zr.Ni
Sv = ||xv − xo||; with xv = xi − zv.Ni

A = (1+Fdr)
(1−Fdr)

Fdr = −1.44
η2 + 0.710

η +0.668+0.0636η

D = 1/3σ
′
t , σ =

√
3σaσ′

t

σ
′
t = σa +σ

′
s, α

′
= σ

′
s

σ′
t

σ
′
s= reduced scattering coefficient.

σa=absorption coefficient.
η relative index of refraction.

Ft(η,ω) = Fresnel transmittance factor.

Table 1: The dipole source BSSRDF model.

4. Real-time rendering of translucent objects

In order to compute the outgoing radiance of a mesh
location, we perform an accumulation of the irradiances of
neighboring locations, modulated by the associated Rd . This
accumulation is performed as a per-texel filter kernel in
texture space. Our method needs no pre-computations, and
the irradiances are computed on-the-fly to allow dynamic
lighting and object deformation.

Two main subsurface scattering gathering philosophies
have influenced our work, the first one is depicted in Dachs-
bacher et al. [DS03] and concerns the global scattering
where a pre-computed shadow map is used to store irradi-
ances at each mesh location, these data are then captured
in a render target texture. Their method is not suitable for
our requirements. Since, the pre-computation of the shadow
map does not allow us to deform the meshes. The second
philosophy is presented by Banterle et al. in [BC06]. Here
irradiance is projected onto a spherical harmonics basis,
using an external light cube map on which they project the
object geometry, then the outgoing radiance is evaluated.
The method enables subsurface rendering of deformable ob-
jects, but the simplified approximation of the diffuse dipole
equation they propose fails to produce realistic results. The
projection of the object geometry on cube map caught our
attention, and we tried to adopt it to compute local scattering.
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4.1. Irradiances computation

The translucent objects we consider are illuminated with sin-
gle point lights or environment lighting.

4.1.1. Irradiance computation from a single-point light
source

The irradiances are computed at run-time, in a pixel shader,
to allow dynamic lighting. To compute the irradiance of a
mesh location, we need its position and normal data. The
computed irradiances are stored in textures.

4.1.2. Irradiance from environment maps

To compute the irradiance at each mesh location (Eq. 4),
we need to integrate over all incoming directions. E(xi)
is approximated in terms of spherical harmonics coeffi-
cients [Gre03]. The spherical harmonics projection reduces
the integral to a simple dot product of a small number
of spherical harmonics coefficients. For that, we project
Li(xi,ωi), Ft(η,ωi) and G = |Ni.ωi| onto the spherical har-
monics basis Y m

l (θi,φi).
The spherical harmonics basisYm

l is given by :

Y m
l (θi,φi) =

√
(2l +1)(l−m)!

4π(l +m)!
Pm

l (cosθi)e
imφi (5)

The total irradiance is computed as the dot product of
the obtained coefficients. The Y m

l (ωi), the Li(xi,ωi) and the
Ft(η,ωi) do not depend on the geometry (normals). Their
m spherical harmonics components can be estimated in an
offline step and stored in textures.

To project the incoming radiance Li(xi,ωi) (Eq. 6) stored
in the environment map we perform a summation of each
incoming radiance multiplied by Y m

l (ωi) and the solid angle
A(ωi) occupied by the pixel on the unit sphere around the
center of the cube.

Ll,m = ∑
f ace

size

∑
i=1

size

∑
j=1

L face(i, j)Ym
l (ωi)A(ωi) (6)

The Fresnel transmittance term is projected using the fol-
lowing equation.

Fl,m =
Z

θi

Z
φi

Ft(η, (θi,φi))Y
m
l ((θi,φi))sinθidθidφi (7)

The cosine term function depends on the geometry
and should ideally be projected on-the-fly. Estimating the
spherical harmonics coefficients of the cosine term on the
GPU is possible, but is time-consuming. We can notice

that the same normal always returns the same spherical
harmonics coefficients values of G. We propose to compute
these values for any normal in an offline process, and store
the results in m 3D textures, indexed by the surface normal.

The computation of irradiance at a mesh location is per-
formed with a dot product of the m light, Fresnel transmit-
tance and the SH basis function coefficients (See Eq. 8). The
dot product is performed in a pixel shader, which have to
look up for coefficients in the different textures.

E(xi) = ∑
l,m

Gl,mFl,mLl,mYlm (8)

4.2. Projection and texture lookups

The pre-computation of the texture atlas involves many
drawbacks. The projection of the mesh on a single plane may
introduce some distortions and self-occlusions problems.
Moreover, the pre-definition of the texture coordinates does
not allow object deformation in real-time. The algorithm we
present reduces significantly distortion and self-occlusion
problems, and removes the need to pre-calculate texture
coordinates.

Figure 1: Projection on cube map.

The mesh is projected orthogonally on each cube map
face of the axis-aligned bounding box that encloses its
geometry (see Fig. 1). For both types of illumination, the
irradiances are rasterized into textures on which we project
the object. The pixel shader that computes irradiances
renders the mesh to the cube map. Six cameras looking at
each face of the cube map are used to store the cube map
in textures. These textures can later be sent to the a second
pixel shader using render targets.
The localization of each fragment on the selected face tex-
ture is then intuitive. It is simply the texel that corresponds
to the perpendicular projection of the mesh location on the
considered face. Thus, the texture coordinates are defined
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on-the-fly and in a formal way.

A second pixel shader is used to perform irradiances
accumulation and the outgoing radiance calculation. This
pixel shader is fed with the six faces of the cube map
(irradiances cube map). To achieve the accumulation step,
we need to look for neighborhood data of each point to
render in the cube map: The normal of the fragment to
render defines a plane tangent to the mesh surface at this
fragment Fig. 2. The tangent plane divides the 3D space
into two half-spaces. We assume that the face storing this
fragment (selected face) and its neighborhood data is one of
the faces (chosen faces) having at least one vertex belonging
to the upper half-space. Scalar products are performed of
the fragment normal and the normals of each chosen face.
The face with the greatest scalar product is selected. As
the scalar product increases in magnitude, the projection
becomes more faithful.

Figure 2: The tangent plane defines two half-spaces. Only
the faces 1,2,4,6 are in interaction with the upper half-space,
and are chosen.

4.3. Local scattering

To compute the local outgoing radiance of a mesh location,
we need to accumulate the contributions of irradiances
at neighboring locations (Eq. 3). This accumulation is
performed as a per-texel filter kernel in the immediate
neighborhood for each texel of the selected face.

The projection on the cube map may induce some self-
occlusions and distortions problems. We propose to deal
with these problems in the two following subsections.

4.3.1. Self-occlusions

The chosen faces are sorted according to the associated
scalar products, from the greatest to the smallest, as shown
in Fig. 3. Self-occlusions happen when a mesh location

is not visible on the selected face. Fig. 4 illustrates this
case. When we are to render the location M, we look for its
irradiance on the selected face in C location, but the location
C occludes M.

During the creation of the irradiances cube map, the scalar
product of the normal and the position of each fragment is
stored in the alpha component of its corresponding texel in
the cube map. The self-occlusion is detected by performing
a test comparing the scalar product of the real 3D position
and the normal of the point in the mesh, and the eventual
scalar product stored in the alpha component of the selected
face. If the test fails, the next face likely to contain the mesh
location and its neighborhood data, is the face with the next
greatest associated scalar product; The process is iteratively
repeated until the true face is selected.

Because of some kind of concavities, a point may not be
visible on any face of the bounding cube. In this case, we
assume that its local contribution is negligible, since it does
receive any irradiance. It’s important to note that these hid-
den locations provide a global scattering contribution and is
performed efficieltly as explained in Sec. 4.4.

4.3.2. Distortions

The cube map projection we propose in this paper reduces
significally distortions since the geometry is projected on
six different planes. Moreover, the selected face shows the
weakest inclination with the projected surface, therefore the
projection is more faithful.

However, if the selected face has a small scalar product,
far texels may be brought close due to the inclined projec-
tion. In [JB02] authors showed that the maximum distance
a photon travels into a material, is the mean-free path given
by ld = 1/σ

′
t . The mean free path corresponds to the radius

of the kernel filtering. We propose to use an adaptive kernel
filtering size. Instead of using a fixed kernel size (maximum
kernel size) kmax = ld , the adaptive kernel size is obtained
by multiplying the mean free path by the scalar product
associated with the selected face k = sp.ld . Here, the kernel
size is corrected by the associated scalar product sp.

4.4. Global scattering

The points located on opposite surfaces of thin regions
may be projected on many distinct faces, and will be far in
texture space. The contribution of near points located on the
other side of a thin area must be included. Fig. 5 shows that
case. The contribution of the global response is lower than
the local response, but neglecting it as in [MKB∗03] gives
the object a bad realism and inhibits the perception of depth,
essentially for high translucent materials. We propose a fast
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Figure 3: Faces sorting, Θ1 〈Θ2 〈Θ3 〈Θ4 .

Figure 4: The M location is projected on the upper and the
left face. Only the upper face is selected.

approximation of the global scattering. The approximation
we performed needs no convolution process.

The dipole approximation introduced in [JMLH01] re-
placed the true source with two different sources, the real
light source and the other, the virtual source near the surface
on the contributing locations; In our method, we modify the
diffuse reflectance Rd due to dipole source by considering
the real source as the true source, and cancelling the virtual
source effect. The global diffuse reflectance Rg is then:

Rg(xs,x) =
α

′

4π
[zs(σSs +1)

e−σSs

Ss
3 ] (9)

With xs the source position. To estimate the radiosity B(x)
a simple product between the irradiance E(x) at x and Rg is
done:

B(x) = E(x)Rd(xs;x) (10)

This modification allows every surface location, even the
buried locations to receive their global scattering response.

Figure 5: Near locations projecting on far texture positions.
The distance d is small enough (less than the mean free path)
to consider the points A and B as far locations. Here, our
global scattering algorithm corrects the subsurface estima-
tion.

To obtain the final rendering, a simple addition is then
performed of the global and the local terms, see Fig.9.

4.5. Deformability

The pre-processing of texture atlases presents a drawback
for real-time rendering of translucent deformable objects. In
our method, the cube map projection has been implemented
on the GPU, and permits detection of every mesh location
displacement at run time. The irradiances are stored in
render to target textures, which are updated at each frame.
For each vertex displacement, the new values of irradiances
are re-computed and stored in cube maps. Once the render
irradiances cube map is created, it is sent to the second
fragment shader that performs the irradiances accumulation
to evaluate the outgoing radiance on-the-fly. For deformable
models, this computation has to be performed at each frame.

To test our methods, we have implemented a morphing be-
tween a mesh model and its bounding sphere. Our algorithm
keeps correct the subsurface transport computation while the
object geometry is altered. In Fig. 10, a high translucent bud-
dha object, lit from behind with a single-point light source is
deformed, we notice that thin areas always look more lit than
the thick regions. We also tested our method on low translu-
cent material such as porcelain. This is done by introducing
the scattering and absorption factors corresponding to that
material. On Fig. 11, we show 3 frames of a morphing se-
quence of a porcelain object, illuminated by an environment
map.

5. Implementation and results

The methods we proposed can be summarized as shown in
the following pseudocode:
Compute irradiances:
. Send pre-computed spherical harmonics components
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to the first pixel shader
. Perform irradiances
. Render irradiances in cube map

For each mesh location do
. Send the irradiances cube map to the second pixel
shader
Local scattering:
. The normal defines 2 half-spaces
. Choose faces that may contain the mesh location
. Sort the chosen faces according to the Scalar Products
. For the greatest SP to the smalest SP
. If the mesh location is present on the face
. The chosen face is selected
. Break
. End If
. End For
. Compute the optimal kernel filtering size
. Retrieve irradiance
. Perform irradiances filtering
. Compute the local scattering
Global scattering:
. Compute global scattering

Final rendering:
. The mesh location color = local scattering + global
scattering
. Render mesh in 3D
End For

The algorithm is executed every frame, whether the
geometry is being modified or not.

Our method is very parameterizable. We can change
optical parameters such as scattering and absorption coeffi-
cients, corresponding to different materials.
Since irradiances are captured at run-time, lighting and
mesh geometry can be changed interactively. The validity
and quality of our technique can be examined on the various
figures below.

Depending on the considered neighborhood size, i.e.
the maximum kernel filtering size, the frame rate is more
or less important. Here, we want to find the ideal kernel
size (without the product scalar correction) to apply. We
noticed that a maximum 5x5 kernel is visually correct.
Image analysis of translucent objects images has been used
to validate perception of translucency. As noted in [FJH04]
the more the object is translucent, the less the contrast
in its image is emphasized, involving a uniformity in the
intensity distribution. When the object is altered from
translucent to opaque, its histogram changes shape, from
uniformly distributed to a skewed shape. Fig. 6 presents a
translucent object with different maximum kernel sizes, and
the corresponding histogram, we notice that the intensities

distribution tends to remain the same, from the 5x5 kernel.

Figure 6: From up to down, a translucent object using a 3x3,
4x4, 5x5, 6x6 kernel size. The two last images have the same
intensity distribution.

Our algorithm deals efficiently with high translucent
material, where global scattering contribution is more
important than the local one such as wax. Fig. 7 shows a
wax candle lit by its flame (single-point light source). Wax
tends to scatter light in different directions, producing a
light-saturated material.

Figure 7: Red wax candle

Table 2 shows the performance of our implementation of
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the subsurface algorithm. The timings were collected on an
AMD Athlon 64 X2 Dual Core with 2.2 GHZ and NVidia
GeForce 7900 GTX graphics card and confirm the interac-
tive aspect of our method. The high resolution buddha mesh
is rendered at 22 fps while it is deformed, even if the rate
is somewhat low, the fluidity of rendering is ensured as is
shown in our animations.

Model Triangles FPS with FPS without

deformation deformation

Hand 7700 72 120
NVidiaDemon 48174 49 81

Bunny 72223 43 71
neptune 227220 25 41
Buddha 381500 22 28

Table 2: This table lists the frames per second, the number of
triangles for each models we tested with our implementation,
on deformable and non deformable meshes.

6. Discussion and future work

We have presented an efficient and real-time method to
accurately render deforming translucent materials based
on the dipole approximation. The rendering is interactive,
under dynamic viewing and illumination conditions. At
run time, our method is able to keep correct translucency
information, while the geometry is changed. It is also
possible to change scattering and absorption coefficients
at run time, which can be useful for the user to tune those
parameters until he reaches the desired material aspect.

No pre-processing step is needed, which allows an access
to a large range of translucent rendering applications, and
accelerates by the way, the execution of the implemented
algorithms without caring about memory storage.

The solution we brought may fail to gather the neigh-
borhood information for some topologies. Some internal
visibility problems caused by concavities and voids are
the important drawback of the dipole approximation. This
problem is noticed on topologies containing holes inside
the mesh, even if our algorithms can’t compute local
scattering of the locations present at those hidden parts of
meshes, the global scattering estimates a part of their radi-
ance. Moreover, for hidden parts, local scattering response
tends to zero, because they are not visible from light sources.

In the future, we wish to improve our translucent render-
ing engine by solving numerically in a 3D grid the diffusion
equation without caring about the visibility problems.
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Figure 8: At the left, a translucent mesh is rendered using σa = (2.58,2.54,1.6) and σ
′
s = (0.00162,0.00053,0.00024). At the

right, a non translucent object is rendered using σ
′
s = (0.0,0.0,0.0)

Figure 9: The image at left shows an object with local scattering, the thickness of demon’s horn does not look realistic. By
adding the global term shown in the central image, the right image exhibits more correct rendering.

Figure 10: A morphing of a high translucent object. The object is lit from behind with single-point light source.

Figure 11: A morphing of a porcelain object illuminated by an environment map.

c© The Eurographics Association 2009.

198



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Dot Gain 20%)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.4
  /CompressObjects /Tags
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams false
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments true
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /AgencyFB-Bold
    /AgencyFB-Reg
    /Arial-Black
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialRoundedMTBold
    /BlackadderITC-Regular
    /BodoniMT
    /BodoniMTBlack
    /BodoniMTBlack-Italic
    /BodoniMT-Bold
    /BodoniMT-BoldItalic
    /BodoniMTCondensed
    /BodoniMTCondensed-Bold
    /BodoniMTCondensed-BoldItalic
    /BodoniMTCondensed-Italic
    /BodoniMT-Italic
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /BradleyHandITC
    /CalisMTBol
    /CalistoMT
    /CalistoMT-BoldItalic
    /CalistoMT-Italic
    /Castellar
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /ComicSansMS
    /ComicSansMS-Bold
    /CopperplateGothic-Bold
    /CopperplateGothic-Light
    /Courier
    /Courier-Bold
    /Courier-BoldOblique
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /Courier-Oblique
    /CurlzMT
    /DfW5Printer
    /DfW5PrinterBold
    /EdwardianScriptITC
    /Elephant-Italic
    /Elephant-Regular
    /EngraversMT
    /ErasITC-Bold
    /ErasITC-Demi
    /ErasITC-Light
    /ErasITC-Medium
    /EstrangeloEdessa
    /FelixTitlingMT
    /ForteMT
    /FranklinGothic-Book
    /FranklinGothic-BookItalic
    /FranklinGothic-Demi
    /FranklinGothic-DemiCond
    /FranklinGothic-DemiItalic
    /FranklinGothic-Heavy
    /FranklinGothic-HeavyItalic
    /FranklinGothic-Medium
    /FranklinGothic-MediumCond
    /FranklinGothic-MediumItalic
    /FrenchScriptMT
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Gautami
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Gigi-Regular
    /GillSansMT
    /GillSansMT-Bold
    /GillSansMT-BoldItalic
    /GillSansMT-Condensed
    /GillSansMT-ExtraCondensedBold
    /GillSansMT-Italic
    /GillSans-UltraBold
    /GillSans-UltraBoldCondensed
    /GloucesterMT-ExtraCondensed
    /GoudyOldStyleT-Bold
    /GoudyOldStyleT-Italic
    /GoudyOldStyleT-Regular
    /GoudyStout
    /Haettenschweiler
    /Helvetica
    /Helvetica-Bold
    /Helvetica-BoldOblique
    /Helvetica-Oblique
    /Impact
    /ImprintMT-Shadow
    /Kartika
    /Latha
    /LucidaConsole
    /LucidaSans
    /LucidaSans-Demi
    /LucidaSans-DemiItalic
    /LucidaSans-Italic
    /LucidaSans-Typewriter
    /LucidaSans-TypewriterBold
    /LucidaSans-TypewriterBoldOblique
    /LucidaSans-TypewriterOblique
    /LucidaSansUnicode
    /MaiandraGD-Regular
    /Mangal-Regular
    /MicrosoftSansSerif
    /MonotypeCorsiva
    /MSOutlook
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /MVBoli
    /Oc_020
    /Oc_021
    /Oc_030
    /Oc_200
    /Oc_210
    /Oc_211
    /Oc_220
    /Oc_221
    /Oc_251
    /Oc_260
    /Oc_270
    /OCRAbyBT-Regular
    /OCRAExtended
    /OCRB10PitchBT-Regular
    /PalaceScriptMT
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Papyrus-Regular
    /Perpetua
    /Perpetua-Bold
    /Perpetua-BoldItalic
    /Perpetua-Italic
    /PerpetuaTitlingMT-Bold
    /PerpetuaTitlingMT-Light
    /Pristina-Regular
    /Raavi
    /RageItalic
    /Rockwell
    /Rockwell-Bold
    /Rockwell-BoldItalic
    /Rockwell-Condensed
    /Rockwell-CondensedBold
    /Rockwell-ExtraBold
    /Rockwell-Italic
    /ScriptMTBold
    /Shruti
    /SureThingDVDSymbolsII
    /SureThingSymbols
    /Sylfaen
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /Times-Bold
    /Times-BoldItalic
    /Times-Italic
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Times-Roman
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Tunga-Regular
    /TwCenMT-Bold
    /TwCenMT-BoldItalic
    /TwCenMT-Condensed
    /TwCenMT-CondensedBold
    /TwCenMT-CondensedExtraBold
    /TwCenMT-Italic
    /TwCenMT-Regular
    /Ucs_020
    /Ucs_021
    /Ucs_030
    /Ucs_200
    /Ucs_210
    /Ucs_211
    /Ucs_220
    /Ucs_221
    /Ucs_251
    /Ucs_260
    /Ucs_270
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /Vrinda
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /WP-MultinationalAHelve
    /WP-MultinationalARoman
    /WP-MultinationalBCourier
    /WP-MultinationalBHelve
    /WP-MultinationalBRoman
    /WP-MultinationalCourier
    /ZapfDingbats
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 300
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages false
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages false
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 300
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages false
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages false
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.15
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages false
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages false
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e9ad88d2891cf76845370524d53705237300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc9ad854c18cea76845370524d5370523786557406300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /ESP <>
    /FRA <>
    /ITA <>
    /JPN <FEFF9ad854c18cea306a30d730ea30d730ec30b951fa529b7528002000410064006f0062006500200050004400460020658766f8306e4f5c6210306b4f7f75283057307e305930023053306e8a2d5b9a30674f5c62103055308c305f0020005000440046002030d530a130a430eb306f3001004100630072006f0062006100740020304a30883073002000410064006f00620065002000520065006100640065007200200035002e003000204ee5964d3067958b304f30533068304c3067304d307e305930023053306e8a2d5b9a306b306f30d530a930f330c8306e57cb30818fbc307f304c5fc59808306730593002>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020ace0d488c9c80020c2dcd5d80020c778c1c4c5d00020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken die zijn geoptimaliseerd voor prepress-afdrukken van hoge kwaliteit. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create Adobe PDF documents best suited for high-quality prepress printing.  Created PDF documents can be opened with Acrobat and Adobe Reader 5.0 and later.)
    /DEU <>
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /ConvertColors /ConvertToCMYK
      /DestinationProfileName ()
      /DestinationProfileSelector /DocumentCMYK
      /Downsample16BitImages true
      /FlattenerPreset <<
        /PresetSelector /MediumResolution
      >>
      /FormElements false
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles false
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /DocumentCMYK
      /PreserveEditing true
      /UntaggedCMYKHandling /LeaveUntagged
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [595.001 842.000]
>> setpagedevice


